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REPORT SUMMARY 

This report presents the results of an analysis of the iChoose game implemented by Cool Choices and 
Miron Construction in 2011.  The results shown here are based on a post-game survey conducted of 
players and non-players, which suggest that: 
 
The iChoose game stimulated environmentally sustainable actions across all three major themes: energy 
at home, water in the home, and gasoline on the road.  On average, self-reported levels of activity to save 
energy at home increased from 2.8 before the game to 3.9 after the game on a five-point scale among 
iChoose players.  Players reported a change from 2.7 to 3.6 for water-saving actions and 2.8 to 3.5 for 
gasoline-saving actions. 
 
Beyond sustainable actions, players reported having gained new insights.  Nearly 90 percent of players 
said they had learned something new from the game and from the “iChoose cards” that they played.  
Learning was greatest among those players who had taken fewer sustainable actions in their lives before 
the game. 
 
There is degradation in iChoose’s effects since the game ended.  Players continued a share of their newly 
formed habits, but not all.  The degree of degradation won’t be clear until follow-up studies can be 
completed.  Similarly, players who had been discussing sustainability amongst themselves and at home 
continue to do so, but in lower numbers and less frequently. 
 
The social dynamics intended by Cool Choices did occur and played a role in motivating participation and 
in the players’ experiences.  Miron staff who had felt encouraged by someone to play were twice as likely 
to become frequent participants in the game than those who had not perceived such encouragement (66% 
vs. 34%).  Furthermore, 60 percent of iChoose players talked about sustainability at least weekly at work, 
and an identical share of players said they had such conversations at home.  These conversations 
correlated with the degree to which players think they learned something from their peers. 
 
Although respondents told us that saving money was their primary motivator to participate in the game, 
correlations among self-reported motivators and participation levels suggest that fun, prizes, and a 
competitive spirit were significant drivers.  The insights that players obtained by playing the game and the 
pride they took in their sustainable actions appear to have reinforced their participation once they were 
playing.  We also saw a correlation between household enthusiasm and frequency of play. 
 
Four-fifths of Miron Construction staff believe that iChoose was a meaningful part of the company’s 
efforts toward sustainability. 
 
Players appreciated the game and the learning that came with it, but in open-ended comments, they 
suggested that Cool Choices shorten and simplify the game in the future. 
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INTRODUCTION 

In April 2011, Miron Construction—in partnership with Cool Choices—launched iChoose, an 
environmental sustainability game for Miron employees. Two hundred and twenty of 330 Miron 
employees played the iChoose game between May and November 2011.  Players competed both 
individually and as members of teams by earning points for sustainable actions they took in their personal 
lives and reported to Cool Choices.  In all, players reported 3,500 unique actions, of which about half 
(48%) were for actions that the player had already taken at some level before the game, while the other 
half (52%) were reported as new. 

Many of these actions were oriented around saving energy, water, or gasoline at home and on the road.  
Cool Choices supplied “action cards” that provided pre-determined numbers of points for specific actions 
taken, but players could also apply for points for other innovative sustainable activities.  Cards fell into 
four categories: leap cards described one-time actions (like turning down the temperature on the water 
heater) while step cards described ongoing habitual actions (like turning off the water when you brush 
your teeth) and, as noted, innovation cards gave players an opportunity to develop their own sustainable 
solution (e.g., implement a plan to reduce outside water usage) while the focus cards encouraged players 
to conduct an audit to learn more about their usage.  Cool Choices released new cards covering a new 
theme every month. 

iChoose intentionally encompassed a team approach and strategically designed prizes to reward 
participation.  The game was designed to motivate participation and sustainability by appealing to several 
aspects of human nature.  These include competitiveness, the desire to have fun, and the tendency to 
follow social norms.  Thereby, social aspects of the game were expected to be important drivers behind 
participation. 

Cool Choices is particularly interested to understand: 

• whether the game resulted in increased awareness, knowledge, and efforts by players to take 
sustainable actions in their personal lives; 

• how the interpersonal dynamics surrounding the game played out and whether they reinforced the 
game’s objective; and 

• what changes to the game would result in greater player satisfaction and effects. 

To obtain insights on these aspects of the game, Cool Choices—in collaboration with its evaluation 
contractor, the Energy Center of Wisconsin—conducted pre and post game surveys of Miron employees 
and tracked self-reported practices during the game by all players.  The Energy Center also conducted 
interviews of a small sample of players and non-players during the game. 

This report is based primarily on the results of the post-game survey, but will invoke some of the data 
collected previously for selected analyses.  The post-game survey was implemented as an online survey in 
January 2012, two months after the game ended.  The Energy Center designed and programmed the 
survey with input from Cool Choices.  Miron leadership sent a request to all permanent employees to 
complete the survey—this includes those who played the game and those who did not.  Some questions 
we asked pertain to all Miron staff, whether or not they played the game.  For those questions, we present 
results as a share of the “respondents” to the question.  Other questions were limited to those who played 
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the game.  For those questions, we present results as a share of the “players” who responded to the 
question. 

One hundred and fifty-seven Miron employees took the post-game survey, and 141 of them completed it.  
(The other 16 abandoned the survey midway, but we will still report their results for the portion of the 
survey they completed.)  This gives us a response rate of approximately 50 percent. 

A copy of the post-game survey is included as Attachment A.  Simple frequency distributions for each 
question are included as Attachment B. 
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FINDINGS 

Our analysis of the post-game survey responses resulted in findings on three related themes.  We will 
present them in separate sections about the game’s accomplishments, the dynamics that occurred during 
the game, and insights about the game’s structure and design. 

GAME’S ACCOMPLISHMENTS 
As noted in the introduction, players reported 3,500 unique actions, of which about half (48%) were for 
actions that the player had already taken at some level before the game, the other half (52%) were 
reported as new.  A deeper analysis of what actions were taken and which will persist in the months to 
come will provide a key indicator of the impact of the game. 

The post-game survey provides a different sort of metric of the game’s accomplishments.  In the survey, 
we explored such factors as whether players learned something of value, whether they think they 
increased their efforts to live sustainably, and how their attitudes changed. 

Learning 
Those who played the game believe they learned something from it.  Nearly 90 percent of players—and 
comparatively few non-players—indicated that they are now more aware of opportunities to save energy 
(86% for players; 20% for non-players) and learned something new from the iChoose cards (88%, 7%).  
The fact that players were substantially more likely to report learning suggests that the game is 
responsible, but it is noteworthy that this learning—at least that of which respondents are aware—appears 
to have “rubbed off” on only a modest share of non-players. 

Figure 1: Self-reported learning from iChoose 
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While agreement with these statements was high, strong agreement was moderate.  There are several 
possible reasons respondents might have chosen to agree rather than agree strongly.  Possibilities include 
that the game reinforced existing knowledge rather than providing completely new insights or 
respondents placed moderate importance on their newly acquired knowledge. 

The ideas on action cards, in particular, were new to players occasionally (56% of players) or often 
(40%).  When we dig deeper, we find that frequent players who reported lower pre-game levels of activity 
to save on energy, water, and gasoline tended to report that the action cards provided new ideas.  On the 
other hand, frequent players who reported higher pre-game levels of activity tended to report that the 
action cards did not provide new ideas as often. 

Figure 2: Newness of action cards to players 

 

Practices 
iChoose players reported increases in their level of activity to save energy in the home, water at home, 
and gasoline on the road.  Average increases were about one point on a 5-point scale with greater changes 
among frequent participants:  from 2.8 to 3.9 for actions to save energy in the home, 2.7 to 3.6 for actions 
to save water, and 2.8 to 3.5 for actions to save gasoline.  These are meaningful increases in self-reported 
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behavior, especially for energy savings in the home, where 78 percent of players reported an increase and 
a quarter of players reported increases of two or more steps.1 

 

Figure 3: Pre/post comparison of level of sustainability effort by players 

 

Frequency of playing was the most significant predictor of the change in pre/post practices respondents 
reported, followed by how much they were learning from the iChoose cards and how much they liked the 
lifestyle changes that resulted from the game (which is also correlated with frequency of playing, as we 
will discuss later). 

Not surprisingly, those who played the game most often reported slightly higher pre-game levels of 
activity (generally 0.3 points higher than infrequent players) and moderately higher increases in their self-
reported scores (greater average increases by 0.1, 0.2, and 0.3 points for home energy, home water, and 
gasoline, respectively). 

                                                      

1 In our experience, well-designed formal training program on professional topics result in self-reported changes in 
practices among perhaps half of the attendees.  In that context, having 80 percent of players report changed practices 
is a strong result. 
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Sixty-seven percent of players agreed with a statement that they had already done many of the iChoose 
actions previously—with 17 percent agreeing strongly—which serves as an indication that many thought 
that the game built largely on existing practices.  However, we consider a metric collected as part of the 
scoring system as a more reliable actual indicator of the degree to which players were claiming credit for 
actions they had already been doing before the game. 

Conversely, a solid minority of players (44%) reported taking actions during the game for which they 
claimed no points.  (The actions varied widely with no immediate patterns or themes evident upon a very 
quick review.)  There were no meaningful differences among players who played cards frequently or 
infrequently, so it does not appear that infrequent players were simply not reporting their actions. 

There is degradation in persistence of habitual actions after the game, but players do continue to take a 
share of the actions they took during the game.  Nearly half of the players were continuing “most” of the 
step actions and nearly half were continuing “some” of the step actions.  We do not know, however, what 
share of these actions were newly taken actions during the game. 

 

Figure 4: Continuation of step card actions taken during iChoose 

 

While the game focused on actions in the players’ personal lives, we explored whether there was a 
measurable effect on practices at work.  It appears that there are or that people think that they have 
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changed their work practices.  As shown in Figure 5, half of the respondents said they were more likely to 
turn off unused lights and equipment at work. 

 

Figure 5: Change in self-reported efficiency practices at work after the game (frequent, occasional, and non-players)  

 

Attitudes 
Environmental sustainability is important to nearly all Miron employees.  Ninety-seven percent of 
respondents agreed that sustainability was important to them, and 38 percent agreed strongly.  There did 
appear to be an increase in the share of Miron employees who value sustainability since the game began.  
While the pre-game survey used a somewhat different scale for a comparable question, even a very 
conservative comparison of the pre- and post-game questions shows an increase from 92 percent to 
97 percent of respondents saying that sustainability is important. 

DYNAMICS OF THE GAME 
Social interactions—both at work and at home—were integral parts of the game and many players’ 
experiences.  The game was designed to build on the establishment of social norms and appeal to Miron 
employees’ natural competitiveness.  The team-based approach appears to have prompted more people to 
play and increased their level of activity in the game. 



 

Energy Center of Wisconsin 10 

Respondents to the post-game survey told us that the team nature of the game encouraged them to play.  
Fifty-one percent told us that they would have been less likely to play if iChoose had not been a team 
game, while only six percent said they would have been more likely to play.  (See Figure 6.)  It is difficult 
for respondents to truly know what they would have done, but these self-reports are consistent with other 
indicators we have that suggest the social aspect of the game was an important factor. 

Figure 6: Self-reported likelihood of playing if not a team game 

Role of peer encouragement 
Most respondents (77%) recall having been encouraged by one or more people to play the game.  
Respondents felt encouraged by various types of people to play the game, including their team leader 
(40%), other team members (29%), other Miron colleagues (22%), and company management (30%).  A 
minority of respondents felt that they weren’t encouraged by anyone (23%). 

Those who reported that someone encouraged them to play were much more likely to report having 
played frequently, which we defined as playing “nearly every week” or more often.  (See Figure 7.)  Two-
thirds (66%) of those who felt encouraged by others played the game frequently, but only one third (34%) 
of those who did not feel encouraged by others play frequently.  (In fact, 60% of those who did not feel 
encouraged didn’t play the game at all, compared to 15% of those who felt encouraged.)  There was no 
meaningful difference between those who reported being encouraged by one group of peers or multiple 
groups of peers. 



 

Energy Center of Wisconsin 11 

Figure 7: Participation by level of perceived encouragement 

 

We don’t know whether the lack of encouragement from others reported by some respondents is the result 
of an actual difference in the encouragement they received, a difference in the way they perceived the 
communication they received, or less recall of the communication and encouragement by those who 
didn’t play the game. 

Explanations for irregular play or lack of play provided by respondents focused on lack of time (busy at 
work).  A handful of respondents indicated that they did not know about the game and/or were hired 
recently. 

Conversations about sustainability 
Conversations about sustainability—both at work and at home—appear to have been part of the game as 
well for a majority of those who played.  Sixty percent of iChoose players talked about sustainability at 
least weekly at work, and an identical share of players said they had equally frequent conversations at 
home.  (Figure 8 shows more detailed results.) 
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Figure 8: Frequency of conversations about sustainability during iChoose (at work and home) 

 

Equal shares of those who talked about sustainability at work during the game cited having those 
conversations with team members and non-team colleagues (63% each). 

Conversely, players reported that teammates and non-team colleagues shared their game experiences with 
them, but team leaders shared those experiences at a lower rate.  Fifty-six percent of players reported that 
teammates shared their experiences and 51 percent said that non-team colleagues did.  Only 24 percent 
said that their team leader (who is, admittedly, only one person and not a group like teammates and non-
team colleagues) did so.  In all, 87 percent of players indicated that someone shared his or her experiences 
with the game with that respondent. 

These conversations are correlated with the degree to which players think they learned something from 
their peers.  While only 35 percent of respondents overall agreed that they learned a lot from their 
colleagues, 48 percent of those who found themselves in conversations about sustainability at work at 
least weekly felt that they learned a lot.  (See Figure 9.) 
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Figure 9: Perceived peer learning by frequency of conversations about sustainability at work 

 

Those who talked about sustainability outside of work, tended to talk to their spouses (78%), their 
children (45%), extended family members (28%), and friends (29%).  They tended not to talk with their 
neighbors (only 5%). 

There is continuing chatter about sustainability at Miron after the game for most players, but the 
frequency is down from game levels.  Most players now talk about sustainability “occasionally” at work.  
This is true for those who talked about sustainability monthly, weekly, or more than weekly during the 
game.  Only one in five players who had talked about sustainability several times a week during the game 
still talked about the topic “frequently,” which respondents appeared to define as being approximately 
weekly (judging from responses to an open-ended follow-up question).  The drop-off in the frequency of 
these conversations suggests that iChoose was the impetus for at least a share of the conversations and 
deeper thinking about sustainability, both personally and communally.  It also suggests that weekly 
discussions require a stimulus that doesn’t exist in the absence of the game. 

Perceptions of others 
The conversations and other social aspects of the game appear to have contributed to increased 
appreciation for the importance that environmental sustainability holds for others.  In the post-game 
survey, a substantial majority of respondents indicated that sustainability was important to Miron 
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leadership (91% with a high degree of “strong agreement”), their households (92%), and friends and co-
workers (74%), as shown in Figure 10. 

Figure 10: Perceived importance of sustainability to others 

Perceptions of the importance Miron leadership places on sustainability held constant during the game, 
but respondents do appear to judge the importance of sustainability to their households and co-workers to 
be higher than they did before the game.  Unfortunately, the degree of change cannot be quantified 
because the questions on the pre- and post-game surveys used different response scales.2  In our effort to 
compare the two scales, we estimated the change in perception about respondents’ households to be the 
equivalent of an increase in mean score from somewhere between 3.9 and 4.1 on a five-point scale before 
the game to 4.3 after the game.  For co-workers, we estimate an increase comparable to a change in mean 
scores from 3.6 to 3.9 before the game to 4.0 after the game.3 

                                                      

2 In addition, the post-game survey combined “friends and co-workers” into a single question, complicating any kind of 
comparison to the pre-game assessments about co-workers.  However, we believe that any change shown between the pre-game 
survey question about co-workers and the post-game question about friends and co-workers can be attributed to co-workers 
because we know from other questions that players interacted with co-workers substantially more than with friends. 
3 These estimates are based on a conservative and liberal conversion of a six-point scale to a five-point scale.  In the conservative 
approach, we assumed that the top three responses of the six-point scale all constitute agreement with the statement made and 
thereby equate to the top two responses on a five-point scale.  In the more liberal conversion, we assumed that only the top two 
responses on a six-point scale constitute agreement while the middle two responses are a generally neutral response.  
Respondents’ actual use of these response options probably lies in-between. 
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INSIGHTS ABOUT THE GAME 
The post-game survey yielded some additional insights about player motivations and thoughts about the 
game. 

Motivation:  Self-reported and observed patterns 
We explored both self-reported motivations to play the game and conducted analyses of the survey results 
to attempt to identify effective motivators empirically. 

SELF-REPORTED 

We asked two sets of questions to understand what players thought motivated them—first to play the 
game and then to take the specific actions they did.  Readers should bear in mind that people are not 
always able to identify what motivated their own behavior and do not necessarily react to the factors that 
they think of as motivating.  Nevertheless, we think that such self-reports are useful metrics of what 
players found compelling or what aspects of the game they liked. 

Players who played the game at least monthly rated the prospect of saving money as the most influential 
of several factors in their choice to participate in the game.  Seventy-four percent of monthly players 
rated the savings as influential (4 or 5 on a 5-point scale), followed by liking the associated lifestyle 
changes (52%) and wanting to win (49%).  Encouragement by colleagues, Cool Choices making it seem 
appealing, the fun of playing, and a sense of obligation were rated as influential by 30-36 percent of 
monthly players, each.  The chance to win a gift card rated lowest among the factors we tested (27%).  
(See Figure 11.) 
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Figure 11: Factors perceived by players* as motivating their participation in the game 

* Players who participated at least monthly only 

These same players indicated that the prospect of saving money by taking the iChoose actions was highly 
influential in their choices to take the specific actions they did.  Thirty-two percent of monthly players 
rated the savings as the most influential factor, followed by the ease of doing (24%), and the benefit to the 
environment (21%).  The appeal of earning points, having fun by taking the sustainable actions, and 
seeing others take those actions were perceived as less influential.  (See Figure 12.) 
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Figure 12: Factors perceived by players* as motivating the actions they took 
 

* Players who participated at least monthly only 

Interestingly, 70 percent of players did think that iChoose actions were easy to do (with 10% agreeing 
strongly), and 60 percent said they were proud of the changes they had made as a result of playing 
iChoose (with 19 percent agreeing strongly). 

OBSERVED 

We also examined which motivators were effective influencers analytically by looking for correlations 
between the motivators and frequent participation in the game.  That analysis tells a similar story as the 
self-reports do on their own, but with a somewhat different emphasis. 

A regression tree analysis indicated that the prospect of having fun, the chance to win a gift card, thinking 
that Cool Choices made the game seem appealing, and wanting to win the competition were all 
statistically significantly associated with frequent participation.  This finding suggested to us that the self-
reported motivators do not tell the full story; it’s not just about saving money and liking the lifestyle 
changes. 

We explored players’ motivations a bit further by examining the correlations between self-reported 
motivating factors and frequent participation in the game.  If the motivators that players reported to us 
actually drove their participation, we should see higher participation rates among those who said they 
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were more influenced by the various factors.  The series of figures below show how well those 
relationships held up for each of the motivating factors we explored.4 

Two of the strongest and most consistent patterns exist for players who said that they were motivated to 
win a gift card (Figure 13) and the lifestyle changes that the game might entail (Figure 14). 

Figure 13: Share of participants playing weekly by degree of motivation from gift cards 

(Note: Lightly shaded column denotes that fewer than ten players fit into this category.) 

Figure 14: Share of participants playing weekly by degree of motivation from lifestyle changes 

 

                                                      

4 Each figure shows participant responses to one of the “motivation questions” along the bottom with the self-
reported influence of that motivator increasing to the right.  Each column shows the share of the players with that 
level of self-reported motivation who said in an earlier question that they played weekly.  Strong correlations 
between self-reported motivations and action should show columns that grow from left to right. 
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Several other motivators also showed a positive association with very frequent participation in the game.  
These were: 

• wanting to win (strong association, but not as consistent as the factors above; see Figure 15); 
• saving money (consistent association, but not as strong as those above; see Figure 16); 
• thinking the game was fun (consistent, but not as strong; see Figure 17); 
• being encouraged by colleagues (meaningful difference between low and moderate-to-high 

responses, but little variation within the groups of players who felt a moderate-to-high level of 
motivation from peer encouragement or those who felt low encouragement; see Figure 18); and 

• thinking Cool Choices made the game seem appealing (consistent, but moderate strength; see 
Figure 19). 

Figure 15: Share of participants playing weekly by degree of motivation from desire to win the game 

 

Figure 16: Share of participants playing weekly by degree of motivation from saving money 
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Figure 17: Share of participants playing weekly by degree of motivation from thinking the game was fun 

 

Figure 18: Share of participants playing weekly by degree of motivation from encouragement from peers 

 

Figure 19: Share of participants playing weekly by degree of motivation from thinking the game seemed appealing 
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In contrast, those who said they were motivated by a sense of obligation did not show any increased 
tendency to play very frequently, as shown in Figure 20. 

 

Figure 20: Share of participants playing weekly by degree of motivation from obligation as part of job 

 

One other interesting relationship we discovered is that people whose families were enthusiastic—or who 
perceived them to be enthusiastic—were both more likely to participate and played more frequently.  Of 
the forty-two respondents who said their families were enthusiastic, 69 percent said they played almost 
every week, compared with 40 percent of those whose families were either neutral or not enthusiastic.  
(See Figure 21.) 
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Figure 21: Frequency of play by family disposition toward iChoose 

Learning and pride in the actions people were taking also may have reinforced frequent participation.  Of 
those who agreed that they had learned new things from the iChoose cards, 77 percent played frequently, 
but only a quarter of those who disagreed played as often.  Meanwhile, 81 percent of those who said they 
were proud of the changes they made played frequently, while only 38 percent of all others played as 
often.  While these perceived benefits of playing may not have led to initial participation, it seems 
plausible that they reinforced the choices of players who participated often. 

Similarly, perceived ease of taking the actions promoted by the game also may have reinforced 
participation.  Three quarters (74%) of those who said the actions were easy to do played frequently, 
compared with 41 percent of those who perceived the actions as more difficult. 

In addition, as already noted, those who felt encouraged to play were more likely to participate.  Our 
classification tree analysis suggests that encouragement by a team leader and team members was more 
influential than encouragement by other peers at Miron.5 

                                                      

5 On our initial analysis, it did not appear that it mattered who provided encouragement, but the classification tree 
analysis suggests that the identity of the person providing encouragement matters. This relationship warrants 
continued study in any subsequent pilots. 
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Other player feedback 
Several questions in the post-game survey were designed to solicit feedback from players and, in some 
cases, non-players. 

Cool Choices and Miron Construction used a variety of vehicles to communicate with Miron staff about 
the game.  We asked those who played the game to assess how effectively these methods of 
communicating worked.  Overall, they viewed direct contact with Cool Choices staff as the most 
effective—43 percent of players thought this method was very effective.  The iChoose e-mails were 
viewed as the second-most effective, but with a noticeably lower rating, followed by the iChoose website, 
MORE meetings, and Lunch and Learn meetings.  (See Figure 22.)  

 

Figure 22: Effectiveness of vehicles used to communicate about the game 

 

We also asked whether Miron staff perceived iChoose as a meaningful part of Miron Construction’s 
efforts toward sustainability.  The majority of respondents (81%) agreed that the game complemented 
Miron’s efforts while fewer than five percent disagreed.  (See Figure 23.)  Respondents echoed this 
sentiment in open-ended comments.  (See below and Attachment C.) 
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Figure 23: Agreement that iChoose felt like a meaningful part of Miron Construction's efforts toward sustainability 

 

COMMENTS FOR COOL CHOICES 

 
The post-game survey included an open-ended question in which respondents could provide comments or 
suggestions to Cool Choices.  The question was worded:  Do you have any comments for Cool Choices 
regarding the iChoose game? 
 
Full responses are included as Attachment C. 
 
The general tone of the open-ended comments and suggestions for Cool Choices was that Miron staff 
appreciated the game and the learning that came with it, but felt the game was too long, too complicated, 
and took too much time to play every week.  Several respondents said they appreciated all they learned by 
playing the game, and a few made comments about enjoying the game.  Respondents also appeared to 
appreciate Cool Choices staff and their hard work on the game. 
 
The two most common critical comments were that the game was too long and confusing.  There were 
also several references to issues early on that needed to be resolved as the game progressed.  One of these 
comments referred to a delay in the availability of cards, while others seemed to relate to confusion about 
the rules and process that needed to be resolved. 
 
A few people had specific suggestions, including: 

• distinguishing bonus points between videos and photos and assigning more points for greater 
efforts (longer write-ups, etc.) 
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• making it easier and less time-consuming to enter bonus point information 
• finding a way to spread out the gift cards among a greater number of winners 
• allowing more new leap and step cards to be played each week 
• making the step cards expire and keeping the higher-point cards valid longer 
• providing more information on what action can be taken for each card; and 
• providing less detail and keeping the information about sustainable actions simpler. 

COMMENTS FOR MIRON CONSTRUCTION 

 
Similarly, we included two open-ended questions in which respondents could provide comments for 
Miron Constructions.  The questions read: 

• Fostering a culture of sustainability is a key part of Miron’s business practices.  Was the iChoose 
game a good way for Miron to help you integrate sustainability into your life?  Please explain. 

• Are there other ways you would like Miron to help you integrate sustainability into your life? 

There was widespread agreement among respondents that the iChoose game was valuable and supported 
Miron’s efforts to foster a culture of environmental sustainability with just a few critical voices.  
Respondents also had various ideas of ways Miron could integrate sustainability into employees’ lives.  
Full responses are included as Attachment D. 

CONCLUSIONS 

Analysis of the post-game survey suggests that: 
 
The iChoose game stimulated (self-reported) environmentally sustainable actions across all three major 
themes: energy at home, water in the home, and gasoline on the road. 
 
Beyond sustainable actions, players reported having gained new insights.  Learning was greatest among 
those players who had taken fewer sustainable actions in their lives before the game. 
 
There is degradation in the iChoose’s effects after the game ends.  The degree to which sustainable 
actions and lifestyle choices persist won’t be known until more time has passed and follow-up data 
collection is done. 
 
The social dynamics intended by Cool Choices did occur and played a role in motivating participation and 
in the players’ experiences.  Encouragement by peers did stimulate participation in the game, and 
participants discussed sustainable actions at elevated levels during the game.  It seems likely that these 
dynamics reinforced the individually focused factors that caused people to participate in the way they did 
and take the sustainable actions that they did. 
 
Motivations driving initial participation included saving money and liking the lifestyle changes, but also 
fun, prizes, and a competitive spirit.  The insights that players obtained by playing the game and the pride 
they took in their sustainable actions appear to have reinforced their participation once they were playing. 
 
Miron Construction staff believe that iChoose was a meaningful part of the company’s efforts toward 
sustainability. 
 
Players appreciated the game and the learning that came with it, but they suggested that Cool Choices 
shorten and simplify the game in the future.  
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ATTACHMENT A 

 
iChoose post-game survey  
 
 
1)  Between May and November, 2011 how often did you play iChoose?  
 
                almost every week 
                several times a month 
                once a month 
                a few times 
                once or twice 
                not at all 
 
2)  Who encouraged you to play iChoose? (check all that apply) 
 
                your team leader 
                other team members 
                other Miron colleagues 
                company management 
                someone else (please specify below) 
                no one 
 
                

Additional comments               
______________________________________________________________________ 

 
3)  Why did you play some weeks but not other weeks? 
 
                

_____________________________________________________________________________________
_____________________________________________________________________________________
__________________________________________________ 

 

 
4)  How much were you doing to save energy in your home... 
 
 

 1= nothing 2 3 4 5= a lot
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before playing iChoose   

after playing iChoose   

 
 
5)  How much were you doing to save water in your home... 
 
 

 1 = nothing 2 3 4 5 = a lot

before playing iChoose   

after playing iChoose   

 
 
6)  How much were you doing to reduce your gasoline use... 
 
 

 1 = nothing 2 3 4 5 = a lot

before playing iChoose   

after playing iChoose   

 
 
7)  How influential were each of the following for playing iChoose? 
 
 

 1 = Not at all 
influential 

2 3 4 5 = Very 
influential 

Might win a gift card     

Was encouraged by my colleagues     

Could save money by taking the actions     

Wanted to win     

Liked the lifestyle changes that could come from doing     
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the actions 

It was fun     

Felt obligated as part of my job     

Cool Choices made it seem appealing     

Other -- please specify below     

 
 
8)  How effective were the following communication methods in promoting the game? 
 
 

 1= Not at all 
effective 

2 3 4 5= Very 
effective 

Didn't see/read/use or 
attend 

Cool Choices staff (Raj and 
Julie) 

   

MORE meetings    

Lunch and Learn meetings    

iChoose website    

iChoose emails    

 
 
9)  How likely would you have been to play iChoose by yourself if it had not been a team 
activity? 
 
                more likely to play 
                equally likely to play 
                less likely to play 
                don’t know 
 
10)  While the iChoose game was active, how often did you talk about sustainability at 
work? 
 
                several times per week 
                weekly 
                monthly 
                once or twice 
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                never 
 
11)  While the iChoose game was active, how often did you talk about sustainability at 
home? 
 
                several times per week 
                weekly 
                monthly 
                once or twice 
                never 
 
12)  Whom did you talk with about sustainability? (check all that apply) 
 
                team mates 
                other work colleagues 
                spouse 
                kids 
                extended family (parents, brothers or sisters) 
                friends 
                neighbors 
                no one 
 
13)  Who at work shared their iChoose experiences with you? (check all that apply) 
 
                team leader 
                team mates 
                other colleagues 
                no one 
 
14)  What was the topic of your most memorable conversation at work about sustainability? 
 
                

_____________________________________________________________________________________
_____________________________________________________________________________________
__________________________________________________ 

 

 
15)  When was your most recent conversation at work about sustainability? 
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_____________________________________________________________________________________
_____________________________________________________________________________________
__________________________________________________ 

 

 
16)  Now that the iChoose game has ended, how often do you talk with people at work about 
sustainability? 
 
                frequently 
                occasionally 
                not at all 
 
17)  iChoose cards and actions 
 
How frequently were the iChoose cards new ideas for you? 
 
                always 
                often 
                occasionally 
                never 
 
18)  Please rate each of the following reasons, on a scale of 1 having the least influence to 5 
having the most influence, for choosing the actions you took. 
 
 

 1= least influential 2 3 4 5=most influential

easy to do   

earn a lot of points   

fun to do   

save money   

good for the environment   

co-workers were doing them   

other (please specify below)   

 
 
19)  The iChoose Step cards allowed you to earn points for a recurring action. In other 
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words, you earned points for doing a specific thing on a regular basis rather than just once. 
What Step cards do you recall playing? 
 
                

_____________________________________________________________________________________
_____________________________________________________________________________________
__________________________________________________ 

 

 
20)  Now that the game is over, how many of your Step card actions do you continue to do? 
 
                all 
                most 
                some 
                none 
 
21)  While playing iChoose, did you take any energy saving or sustainability actions that you 
didn’t claim points for? 
 
                yes 
                no 
 
22)  What energy saving or sustainability actions did you take that you didn’t claim points 
for? 
 
                

_____________________________________________________________________________________
_____________________________________________________________________________________
__________________________________________________ 

 

 
23)  Please indicate how often you do each of the following: 
 
 

 neverrarelysometimesmost of the timeall of the time

take re-usable bags with me to the store      

turn off the TV when no one is watching      
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turn off the lights when I leave the room      

combine errand trips to reduce miles driven      

 
 
24)  How many refrigerators do you have in your house? 
 
               ____________________________________________________________ 

 
25)  How many are plugged in? 
 
               ____________________________________________________________ 

 
26)  Please rate the following statements: 
 
 

 strongly 
disagree 

disagree neither agree 
nor disagree 

agree strongly 
agree 

The iChoose actions were simple to do.      

My family was enthusiastic about taking the 
iChoose actions. 

     

I am more aware of opportunities to save energy 
since playing iChoose. 

     

Many of the iChoose actions were things I'd 
already done. 

     

I learned new things from the iChoose cards.      

Since playing iChoose, I'm more likely to turn off 
lights in rooms at work that aren't being used. 

     

I'm proud of the changes I've made as a result of 
playing iChoose. 

     

I learned a lot from my colleagues while playing 
iChoose. 

     

Since playing iChoose, I'm more likely to turn off      
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office equipment at work that isn't being used. 

iChoose feels like a meaningful part of Miron 
Construction's efforts toward sustainability. 

     

All in all, I'm satisfied with my job at Miron 
Construction. 

     

 
 
27)  Please rate the following statements: 
 
 

 strongly 
disagree 

disagree neither agree nor 
disagree 

agree strongly 
agree 

don't 
know 

sustainability is important to me       

sustainability is important to my 
household 

      

sustainability is important to my 
friends and co-workers 

      

sustainability is important to leadership 
at Miron Construction 

      

 
 
28)  Do you have any comments for Cool Choices regarding the iChoose game? 
 
                

_____________________________________________________________________________________
_____________________________________________________________________________________
__________________________________________________ 

 

 
29)  Fostering a culture of sustainability is a key part of Miron’s business practices. Was the 
iChoose game a good way for Miron to help you integrate sustainability into your life? Please 
explain. 
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_____________________________________________________________________________________
_____________________________________________________________________________________
__________________________________________________ 

 

 
30)  Are there other ways you would like Miron to help you integrate sustainability into your 
life? 
 
                

_____________________________________________________________________________________
_____________________________________________________________________________________
__________________________________________________ 
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Attachment B  
 

Frequency distribution of responses received 

 
1)  Between May and November, 2011 how often did you play iChoose?  

 n percent 

almost every week 69 45.1 

several times a month 21 13.7 

once a month 9 5.9 

a few times 12 7.8 

once or twice 4 2.6 

not at all 38 24.8 

TOTAL 153 100 

 
2)  Who encouraged you to play iChoose? (check all that apply) 

 n percent 

your team leader 62 39.5 

other team members 46 29.3 

other Miron colleagues 35 22.3 

company management 47 29.9 

someone else 5 3.2 

no one 36 22.9 

TOTAL 157  

 
3)  Why did you play some weeks but not other weeks? 
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4)  How much were you doing to save energy in your home... 

 before playing iChoose after playing iChoose 

 n percent n percent 

1=nothing 8 7.0 1 .9 

2 33 29.9 2 1.8 

3 52 45.6 25 21.9 

4 13 11.4 64 56.1 

5=a lot 8 7.0 22 19.3 

TOTAL 114 100 114 100 

 
5)  How much were you doing to save water in your home... 

 before playing iChoose after playing iChoose 

 n percent n percent 

1=nothing 17 14.9 2 1.8 

2 32 28.1 5 4.4 

3 37 32.5 42 36.8 

4 22 19.3 50 43.9 

5=a lot 6 5.3 15 13.2 

TOTAL 114 100 114 100 
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6)  How much were you doing to reduce your gasoline use... 

 before playing iChoose after playing iChoose 

 n percent n percent 

1=nothing 14 12.3 2 1.8 

2 34 29.8 8 7.1 

3 37 32.5 47 41.6 

4 24 21.1 39 34.5 

5=a lot 5 4.4 17 15.0 

TOTAL 114 100 113 100 

 
7)  How influential were each of the following for playing iChoose? 

Might win a gift card 
 n percent 

1=not at all influential 28 28.6 

2 17 17.3 

3 27 27.6 

4 17 17.3 

5=very influential 9 9.2 

TOTAL 98 100 
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Was encouraged by my colleagues 
 n percent 

1=not at all influential 5 5.2 

2 21 21.6 

3 36 37.1 

4 27 27.8 

5=very influential 8 8.2 

TOTAL 97 100 

 

Could save money by taking the actions 
 n percent 

1=not at all influential 1 1.0 

2 5 5.1 

3 20 20.4 

4 40 40.8 

5=very influential 32 32.7 

TOTAL 98 100 
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Wanted to win 
 n percent 

1=not at all influential 11 11.5 

2 12 12.5 

3 26 27.1 

4 30 31.3 

5=very influential 17 17.7 

TOTAL 96 100 

 

Liked the lifestyle changes that could come from doing the actions 
 n percent 

1=not at all influential 2 2.1 

2 8 8.2 

3 37 38.1 

4 34 35.1 

5=very influential 16 16.5 

TOTAL 97 100 
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It was fun 
 n percent 

1=not at all influential 6 6.1 

2 29 29.6 

3 32 32.7 

4 23 23.5 

5=very influential 8 8.2 

TOTAL 98 100 

 

Felt obligated as part of my job 
 n percent 

1=not at all influential 15 15.5 

2 21 21.6 

3 32 33.0 

4 20 20.6 

5=very influential 9 9.3 

TOTAL 97 100 
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Cool Choices made it seem appealing 
 n percent 

1=not at all influential 4 4.1 

2 15 15.5 

3 43 44.3 

4 25 25.8 

5=very influential 10 10.3 

TOTAL 97 100 

 

Other 
 n percent 

1=not at all influential 4 50.0 

2 0 0.0 

3 2 25.0 

4 0 0.0 

5=very influential 2 25.0 

TOTAL 8 100 
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8)  How effective were the following communication methods in promoting the game? 
 
Cool Choices staff (Raj and Julie) 
 n percent 

1=not at all effective 3 2.7 

2 6 5.4 

3 21 18.9 

4 29 26.1 

5=very effective 48 43.2 

Didn’t see/read/use/attend 4 3.6 

TOTAL 111 100 

 

MORE meetings 
 n percent 

1=not at all effective 5 4.6 

2 12 11.0 

3 39 35.8 

4 28 25.7 

5=very effective 16 14.7 

Didn’t see/read/use/attend 9 8.3 

TOTAL 109 100 
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Lunch and Learn meetings 
 n percent 

1=not at all effective 10 9.2 

2 11 10.1 

3 23 21.1 

4 25 22.9 

5=very effective 14 12.8 

Didn’t see/read/use/attend 26 23.9 

TOTAL 109 100 

 
 
iChoose website 
 n percent 

1=not at all effective 8 7.1 

2 20 17.9 

3 32 28.6 

4 25 22.3 

5=very effective 21 18.8 

Didn’t see/read/use/attend 6 5.4 

TOTAL 112 100 

 

  



 

Energy Center of Wisconsin 44 

iChoose emails 
 n percent 

1=not at all effective 4 3.6 

2 12 10.8 

3 32 28.8 

4 32 28.8 

5=very effective 28 25.2 

Didn’t see/read/use/attend 3 2.7 

TOTAL 111 100 

 
9)  How likely would you have been to play iChoose by yourself if it had not been a team activity? 

 n percent 

more likely to play 9 6.0 

equally likely to play 35 23.5 

less likely to play 80 53.7 

don’t know 25 16.8 

TOTAL 149 100 
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10)  While the iChoose game was active, how often did you talk about sustainability at work? 

 n percent 

several times per week 19 17.0 

weekly 49 43.8 

monthly 26 23.2 

once or twice 17 15.2 

never 1 0.9 

TOTAL 112 100 

 

11)  While the iChoose game was active, how often did you talk about sustainability at home? 

 n percent 

several times per week 21 18.9 

weekly 47 42.3 

monthly 18 16.2 

once or twice 22 19.8 

never 3 2.7 

TOTAL 111 100 
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12)  Whom did you talk with about sustainability? (check all that apply) 

 n percent 

team mates 70 44.6 

other work colleagues 70 44.6 

spouse 85 54.1 

kids 50 31.8 

extended family (parents, brothers or sisters) 31 19.7 

friends 32 20.4 

neighbors 5 3.2 

no one 1 .06 

TOTAL 157  

 
13)  Who at work shared their iChoose experiences with you? (check all that apply) 

 n percent 

team leader 29 18.5 

team mates 66 42.0 

other colleagues 61 38.9 

no one 9 5.7 

TOTAL 157  

 
14)  What was the topic of your most memorable conversation at work about sustainability? 
 
15)  When was your most recent conversation at work about sustainability? 
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16)  Now that the iChoose game has ended, how often do you talk with people at work about 
sustainability? 

 n percent 

frequently 11 9.8 

occasionally 76 67.9 

not at all 25 22.3 

TOTAL 112 100 

 

17)  How frequently were the iChoose cards new ideas for you? 

 n percent 

always 3 2.7 

often 44 40.0 

occasionally 62 56.4 

never 1 0.9 

TOTAL 110 100 

 
18)  Please rate each of the following reasons, on a scale of 1 having the least influence to 5 having 
the most influence, for choosing the actions you took. 
 
easy to do 
 n percent 

1=not at all influential 3 2.7 

2 10 8.9 

3 28 25.0 

4 35 31.3 

5=very influential 36 32.1 

TOTAL 112 100 
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earn a lot of points 
 n percent 

1=not at all influential 4 3.6 

2 14 12.5 

3 45 40.2 

4 30 26.8 

5=very influential 19 17.0 

TOTAL 112 100 

 

fun to do 
 n percent 

1=not at all influential 5 4.5 

2 19 17.1 

3 51 45.9 

4 24 21.6 

5=very influential 12 10.8 

TOTAL 111 100 
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save money 
 n percent 

1=not at all influential 1 0.9 

2 3 2.7 

3 18 16.2 

4 42 37.8 

5=very influential 47 42.3 

TOTAL 111 100 

 

good for the environment 
 n percent 

1=not at all influential 0 0.0 

2 2 1.8 

3 30 27.0 

4 51 45.9 

5=very influential 28 25.2 

TOTAL 111 100 
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co-workers were doing them 
 n percent 

1=not at all influential 21 18.9 

2 29 26.1 

3 46 41.4 

4 12 10.8 

5=very influential 3 2.7 

TOTAL 111 100 

 

other 
 n percent 

1=not at all influential 6 60.0 

2 0 0.0 

3 3 30.0 

4 0 0.0 

5=very influential 1 10.0 

TOTAL 10 100 

 
19)  The iChoose Step cards allowed you to earn points for a recurring action. In other words, you 
earned points for doing a specific thing on a regular basis rather than just once. What Step cards 
do you recall playing? 
 

  



 

Energy Center of Wisconsin 51 

20)  Now that the game is over, how many of your Step card actions do you continue to do? 

 n percent 

all 8 7.2 

most 49 44.1 

some 50 45.0 

none 4 3.6 

TOTAL 111 100 

 
21)  While playing iChoose, did you take any energy saving or sustainability actions that you didn’t 
claim points for? 

 n percent 

yes 48 43.6 

no 62 56.4 

TOTAL 110 100 

 
22)  What energy saving or sustainability actions did you take that you didn’t claim points for? 
 
23)  Please indicate how often you do each of the following: 
 
take re-usable bags with me to the store 
 n percent 

never 43 29.5 

rarely 22 15.1 

sometimes 34 23.3 

most of the time 31 21.2 

all of the time 16 11.0 

TOTAL 146 100 
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turn off the TV when no one is watching 
 n percent 

never 0 0.0 

rarely 0 0.0 

sometimes 12 8.2 

most of the time 50 34.0 

all of the time 85 57.8 

TOTAL 147 100 

 

turn off the lights when I leave the room 
 n percent 

never 0 0.0 

rarely 0 0.0 

sometimes 9 6.2 

most of the time 43 29.7 

all of the time 93 64.1 

TOTAL 145 100 
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combine errand trips to reduce miles driven 
 n percent 

never 0 0.0 

rarely 1 0.7 

sometimes 13 8.9 

most of the time 70 47.9 

all of the time 62 42.5 

TOTAL 146 100 

 
24)  How many refrigerators do you have in your house? 

 n percent 

1 64 44.1 

2 66 45.5 

3 11 7.6 

4 4 2.8 

TOTAL 145 100 

 
                
25)  How many are plugged in? 

 n percent 

0 1 0.7 

1 77 53.5 

2 59 41.0 

3 7 4.9 

TOTAL 144 100 
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26)  Please rate the following statements: 
 
The iChoose actions were simple to do. 
 n percent 

strongly disagree 1 0.7 

disagree 3 2.1 

neither agree nor disagree 38 27.1 

agree 84 60.0 

strongly agree 14 10.0 

TOTAL 140 100 

 

My family was enthusiastic about taking the iChoose actions. 
 n percent 

strongly disagree 0 0.0 

disagree 3 2.2 

neither agree nor disagree 91 66.9 

agree 35 25.7 

strongly agree 7 5.1 

TOTAL 136 100 
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I am more aware of opportunities to save energy since playing iChoose. 
 n percent 

strongly disagree 0 0.0 

disagree 3 2.1 

neither agree nor disagree 37 26.4 

agree 68 48.6 

strongly agree 32 22.9 

TOTAL 140 100 

 

Many of the iChoose actions were things I’d already done. 
 n percent 

strongly disagree 1 0.7 

disagree 11 7.9 

neither agree nor disagree 34 24.3 

agree 70 50.0 

strongly agree 24 17.1 

TOTAL 140 100 
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I learned new things from the iChoose cards. 
 n percent 

strongly disagree 1 0.7 

disagree 1 0.7 

neither agree nor disagree 38 27.5 

agree 70 50.7 

strongly agree 28 20.3 

TOTAL 138 100 

 

Since playing iChoose, I’m more likely to turn off lights in rooms at work that aren’t being used. 
 n percent 

strongly disagree 4 2.9 

disagree 13 9.3 

neither agree nor disagree 47 33.6 

agree 51 36.4 

strongly agree 25 17.9 

TOTAL 140 100 
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I’m proud of the changes I’ve made as a result of playing iChoose. 
 n percent 

strongly disagree 0 0.0 

disagree 1 0.7 

neither agree nor disagree 54 38.8 

agree 57 41.0 

strongly agree 27 19.4 

TOTAL 139 100 

 

I learned a lot from my colleagues while playing iChoose. 
 n percent 

strongly disagree 0 0.0 

disagree 20 14.3 

neither agree nor disagree 81 57.9 

agree 31 22.1 

strongly agree 8 5.7 

TOTAL 140 100 
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Since playing iChoose, I’m more likely to turn off office equipment at work that isn’t being used. 
 n percent 

strongly disagree 3 2.2 

disagree 13 9.4 

neither agree nor disagree 51 36.7 

agree 57 41.0 

strongly agree 15 10.8 

TOTAL 139 100 

 
iChoose feels like a meaningful part of Miron Construction’s efforts toward sustainability. 
 n percent 

strongly disagree 0 0.0 

disagree 6 4.3 

neither agree nor disagree 20 14.4 

agree 71 51.1 

strongly agree 42 30.2 

TOTAL 139 100 

 

All in all, I’m satisfied with my job at Miron Construction. 
 n percent 

strongly disagree 0 0.0 

disagree 1 0.7 

neither agree nor disagree 19 13.5 

agree 64 45.4 

strongly agree 57 40.4 

TOTAL 141 100 
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27)  Please rate the following statements: 
 
sustainability is important to me 
 n percent 

strongly disagree 0 0.0 

disagree 1 0.7 

neither agree nor disagree 3 2.1 

agree 83 58.5 

strongly agree 54 38.0 

don’t know 1 0.7 

TOTAL 142 100 

 

sustainability is important to my household 
 n percent 

strongly disagree 0 0.0 

disagree 2 1.4 

neither agree nor disagree 8 5.7 

agree 78 55.3 

strongly agree 52 36.9 

don’t know 1 0.7 

TOTAL 141 100 
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sustainability is important to my friends and co-workers 
 n percent 

strongly disagree 0 0.0 

disagree 3 2.1 

neither agree nor disagree 28 19.7 

agree 76 53.5 

strongly agree 29 20.4 

don’t know 6 4.2 

TOTAL 142 100 

 

sustainability is important to leadership at Miron Construction 
 n percent 

strongly disagree 2 1.4 

disagree 1 0.7 

neither agree nor disagree 6 4.3 

agree 44 31.2 

strongly agree 85 60.3 

don’t know 3 2.1 

TOTAL 141 100 

 
28)  Do you have any comments for Cool Choices regarding the iChoose game? 

 
29)  Fostering a culture of sustainability is a key part of Miron’s business practices. Was the 
iChoose game a good way for Miron to help you integrate sustainability into your life? Please 
explain. 

 
30)  Are there other ways you would like Miron to help you integrate sustainability into your life? 
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ATTACHMENT C 

The follow-up survey to the iChoose game included a verbatim question designed to solicit post-game 
feedback for Cool Choices.  Those question and the responses we received are listed below.  (Responses 
have been edited only for spelling and to remove any potentially identifying information.) 

Do you have any comments for Cool Choices regarding the iChoose game? 

• 1/2 people were engaged 
• As a single person living in an apartment not all tasks applied to me. 
• Cumbersome to use and play.  Did not seem to have a good game plan to start with. I know several 

people did not play because of this reason.  Needs to be simplified 
• Did not play 
• For myself, it would have been beneficial if the cut-off date for the week was on Friday instead of 

Thursday.  I'm usually not in the office until Friday to do paperwork, and then it was too late to 
collect points for the week. 

• For the first couple of weeks, the game seemed difficult to comprehend 
• Game was too long.  People started losing interest as more time went on. 
• Great game. I'd consider shortening it up...felt a little long. 
• Great job and thanks! 
• I didn't participate in the program because I didn't start until May 2011.  I'll definitely do more the 

next time around though. 
• I enjoyed learning how I could improve, but the game overall was way too long, way too 

complicated, and way too involved. 
• I have to be honest in that the program did not start real well with me.  The "starter bags" and more 

importantly the score cards were not ready for the first two weeks (they were out, we didn't get them 
put together, we forgot to send them, we thought we sent them).  I lost interest rather quickly because 
of this fact. 

• I learned a lot and it was an easy way to teach my family about sustainability.  I thought the game 
lasted too long. 

• I really enjoyed the game and learning simple little things that make a big difference 
• I think in the beginning there was some confusion on the rules of the game and how it was to be 

played.  But with Raj's help, I think it was running smoothly mid to end of the game. 
• I think the program ran too long, people lost interest 
• I thought it was really good.  Thanks for the Tumbler at the end too. 
• I was a little confused with some of the rules as far as which cards you can play in conjunction with 

others. 
• I would suggest that the bonus points for stories, photos and video be evaluated.  Video should be 

worth more points.  Maybe a one line story should be worth less points then someone who writes a 
paragraph or two.  Photos on re-occurring tasks: if the photo submitted is the same each week maybe 
this would be less points then a photo that depicts the same task but in a different way.  Regardless 
even if videos were worth more that would be a good start.  An easier way to submit multiple bonus 
photos.  Printing them out is not sustainable.  We eventually could attach all of the photos to one e-
mail and send to Julie which was very helpful instead of sending one at a time. 

• If we do it again I would take the time to play. 
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• In the beginning of the game it would have been nice to have a more detail on how to play the cards.  
It was confusing for the first couple of weeks as it wasn't explained properly that you could play step 
cards as long as you completed them and a new one on top of it.  Towards the end it was really time 
consuming entering all of the information and for the bonus points as well.  Because if you had a 
story to go with each card, you had to enter the information for each card.  It would be nice to enter it 
all in one spot or be able to check a box if it was the same thing every week.  If we complete the 
program again, not sure if there will be a lot of participants unless the system is changed on how you 
complete.  For winning the gift cards, every month it was given to the same 5-6 people because there 
was no way of catching them. 

• Instructions for card usage were confusing. 
• It got easier to understand and use as time went on. 
• It was a great experience and I would highly recommend there be a follow-up program.  Overall, I 

feel that people learned a lot. 
• It was a little confusing figuring out which cards could be played each week at first, but once the 

game got going, it became easier to understand. 
• It was a nice way to receive new ideas. 
• It was fun, and keep up the good work. 
• It was too long 
• Just thank you for the opportunity and the awareness!  I didn't submit points enough on a weekly 

basis, but the greater take away for me was increased and long-term awareness. 
• My only complaint was that the game got to be time-consuming to play.  I think the Step cards should 

expire each month, and the higher point cards that have the biggest impact should not have expired.  
Those cards required more time and I didn't play them for that reason.  I plan to read and try to 
implement the higher point cards now that the game is done so I can do it at my own pace. 

• N/A. Not employed at the time. 
• Needs to be simpler 
• No 
• No 
• NO 
• No 
• No 
• No 
• No 
• None 
• None 
• Not really I was just made aware of iChoose by this email 
• Provide more tips on what to do for each card. More than one action that could take place. 
• Raj is awesome. 
• Thank you for stepping in and promoting something that is truly beneficial for not only our employer 

but to the employees as well. 
• Thank you for working so hard to make things better/easier along the way. 
• Thanks, fun game 
• The game was good but too long 
• The leap and step cards.  Why only one new one a week...  Seems counter intuitive.  If you are doing 

something then why not get credit for it?  Not enough time to document all of the items and upload to 
site/e-mail. 
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• The program was fantastic.  I think the duration of the game could be reduced and would gain more 
participation. 

• The recurring cards confused me at first, until a teammate walked me through its use 
• The web site came along nicely during the game continue to tweak it, but it made playing the game 

easier each week. 
• Very informative 
• Was never able to participate 
• Yes. At the end of the day - any person is a customer - not an employee, relative or stranger. They 

have never "met" your company before and in today's world do not have the time to care until you 
make them care in a non-pressure, fun and simplistic way. Much of the information was too much and 
too deep. I understand that most of your clientele have degrees and are smart but at the end of the day 
their brain is full with the noise from work, coworkers and families. It shows that the iChoose team 
put time and effort into their presentation. However, it felt like a college course was dumped on my 
schedule and took up a demanding part of our day. I would suggest that they take a look at how 
product companies market their goods and services. A grocery store is a great place to start! Why do 
you by what you buy? How do Pepsi and Cheerios educate you in 15 seconds or less about their 
company? How can you apply this to the way you communicate with people? A great idea is not 
effective unless it is conveyed properly to the right audience. I believe it would be a great investment 
to take a look at what is most important and convey that in a simple and memorable way. Get your 
target market interested then take them to a deeper level of education. 
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ATTACHMENT D 

The follow-up survey to the iChoose game included two verbatim questions designed to solicit post-game 
feedback for Miron Construction.  Those questions and the responses we received are listed below.  
(Responses have been edited only for spelling and to remove any potentially identifying information.) 

Was the iChoose game a good way for Miron to help you integrate sustainability into your life? 

• Yes; iChoose really helped personalize sustainable actions 
• Yes; it helps us talk the talk and walk the walk when it comes to presenting sustainability to our 

clients 
• I am always looking for a way to save a buck so it is mostly common sense to me 
• It made you aware of things you normally wouldn't think of 
• I believe the program promoted teamwork and discussions to improve work and home situations 
• Yes; we were already doing many of the items on the cards, but the increased awareness was great 
• Yes; without the game I wouldn't have tracked it. It made me think about it more 
• Absolutely! I have always felt very strong about sustainability. I would do a lot in my personal life to 

do what I could but seeing Miron get involved any being so serious about this I took it way more 
personally with myself and my family. 

• Was already doing most of the items 
• I think the iChoose game brought more awareness to what an individual can do to foster sustainability 

at work AND at home. 
• Yes; there were items I hadn't thought about and by playing the step cards I created many good new 

habits 
• Did not really see any of the Miron leaders participate in the game. 
• Yes. I learned new information that I could be doing and understand better how the things I was 

already doing were helping sustainability. 
• Yes; because it encouraged making changes in our personal lives as opposed to just doing something 

at the office. 
• NO  Big brother looking over you.  It appears our way is to make a game out of everything and 

compensate people to get them to participate in activities 
• Yes; I think anytime you can make something fun and competitive you are able to get more people 

engaged 
• We felt like we had to - but it would have been much more enjoyable if the game had been easier... 
• Yes.  Prior to iChoose game Miron had an iChoose program; however it was not nearly as engaging 

and this game certainly helped engage Miron's employees. 
• I thought it was a wonderful way to integrate sustainability.  To have an outside team come in with 

the enthusiasm they had was a lot more fun than having management try to push the ideas on us.  The 
cards were great because while we do know some ways to save energy, it was nice to learn a lot more 
ways. 

• Yes; the game aspect of things always makes things more interesting with the Miron family for sure.  
Gets more to participate or think about participating. 

• Making it a competitive game was a good start at making it more fun 
 

Are there other ways you would like Miron to help you integrate sustainability into your life? 
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• Green award of the month at MORE meeting.  Let employees submit sustainable ideas for office or 
new activities at home and award innovative ideas (small tokens or gifts) 

• Buy all the PM's a Nissan Leaf.  It would decrease the amount of gas charged to projects and increase 
profitability. 

• Any additional information is always helpful to focus on energy saving practices. 
• Very proud to work for a company that cares so much!! Continue sharing ideas with us 
• The iChoose game was unique in that it opened my eyes to simple activities I could do and resources 

I could use to help with my sustainable efforts at home. Offering similar hints and tips via the intranet 
or emails would keep me thinking about ways to continue integrating sustainability into my life. 

• I really wish they would promote car pooling...there are so many of us that all drive the exact same 
route to work....we pass & wave on the way to and from work. 

• I'd like to learn more about composting and rainwater collection and opportunity to build or purchase 
the needed equipment with hands-on instruction. 

• Keeping employees informed (via email) of new innovations; e.g. if energy saving bulbs are 
improved; thermostat settings; etc. 

• Switch to a 4 day, 10 hour day work week. Stagger the office workers; some work M-Th others work 
T-F.  Same volume of work would get done (maybe even more; once you’re into something you 
complete it without interruption).  Would save INDIVIDUALS gas consumption; huge $$ savings 
and favorable impact on environment.   

• Yes; please continue with the iChoose program and the Miron Sutainability Action Team. 
• I think a short monthly sustainability newsletter may encourage people to keep sustainability on their 

mind.  Perhaps around Christmas time offer up some facts on how green or not green certain candles/ 
brands are. Basically a quick read with information to help you make greener decisions with less 
effort.  It would probably encourage employees to want to do more. 

• Start the iChoose cards again and educate all new staff members on this and its importance to Miron. 
• Periodic quick games would be good. 

 


